BIONICLE — Lost Chronicles Bestiary 
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Other Creatures 


Wild Rahkshi.. 
Changelog ......... 


RAHI 


ARTFAKHA BULL 


The Artakha Bull is an ancient, highly intelligent bull creature with four legs and two arms. They were most 
commonly seen in Le-Metru and the island of Artakha. They are very hostile and sometimes carry spear- 
like tools. 


Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma Will 
40 30 60 50 40 70 50 10 45 


| Energy |= | 
xp 
[Taming |) 


SKILLS 


e Concealment 
Dodge 

e Examination 

e = Logic +20 

e §©Navigation 

e Perception 

e Searching 


e Security 

e Sensing 

e Sneaking 

e Tactics 

e Tracking +10 
FRAIFS 

e Braced 


e Multiple Legs 
e Natural Weapons (Horns) 
e Stature — Average 


GEAR 


e Two-handed Spear (optional) 


ASH BEAR 


The Ash Bear is a large, powerful creature that is mostly peaceful, but still quite territorial. 


Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma Will 
60 10 65 40 30 15 40 30 30 


rEnerey [= 


he 


SKILLS 


e Searching 
e Sensing +10 
e Tracking 


TRAIFFS 


e Natural Weapons (Claws) 
e Stature — Large 


BLADE BURROWER 


Blade Burrowers are powerful and mysterious Rahi most well-known for digging a strange series of tunnels 
under Metru Nui. They make up for their poor eyesight with an extraordinary sense of smell. 


Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma _ Will 
70 10 60 50 20 35 50 30 30 


|Energy |= | 
xp 2 


SKILLS 


e =©Sensing 
e Tracking 


TRAIFS 


e Blind 

e = Crawler 

e Multiple Legs 

e Natural Weapons (Claws, Club Tail) 
e Stature — Large 

e Tunneler—2 


FEATS 


e = Blind Fighting 


BOG SIMAKE 


The Bog Snake is an aggressive, poisonous serpent native to wet, swampy regions. When attacking a larger 
being, they will often swarm their foe and try to confuse it with sheer numbers. 


Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma Will 
25 10 20 20 20 5 25 10 15 


| Armor | 
|Energy |= | 
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SKILLS 
e Concealment 
e = Sensing 
e Swimming 
FRAITS 
e§ =6Cling 
e Crawler 


e Stature —Tiny 
e =Toxic 


BRAKAS 


The Brakas is a monkey-esque creature. 


Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma Will 
25 20 30 28 40 20 35 20 20 


‘armor [ea 
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SKILLS 


e Acrobatics 
e §=Climbing +20 


TRAIFFS 


e Stature — Small 


FEATS 


e Brawler 
e Berserk 


BURIMAK 


The Burnak is a tiger-like Rahi most commonly found on the Southern Continent. While naturally 
aggressive, it is possible to tame one. 


Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma Will 
40 10 35 30 45 20 35 20 25 


|Energy |= | 


xe 


SKILLS 


e Sensing 
e Tracking 
TRAITS 


e Multiple Legs 
e Stature — Average 


VARIETIES 


There are eight different colored varieties of Burnak depending on the environment that favor: red Fire 
Burnak, blue Water Burnak, green Air Burnak, black Stone Burnak, brown Earth Burnak, light blue Ice 
Burnak, black/white/blue Desert Burnak, and grey Protodermis Burnak. These distinctions are purely 
superficial. 


CAFAPULTF SCORPIOM 


The Catapult Scorpion is a large Rahi even more violent and dangerous than the Nui-Jaga they are 
sometimes mistaken for. 


Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma _ Will 
40 45 40 35 25 15 30 15 20 


|Energy |= | 
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}He | 25 
|Armor |G) 
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TRAIFS 


e = Crawler 

e Fearsome — Frightening (-10) 

e Multiple Legs 

e Natural Armor — 3 

e Natural Weapons (Pincers, Horns, Spines) 
e Stature — Large 


CATAPULT 


The Catapult Scorpion gets its name from its tail. The stinger is capable of materializing magma which 
rapidly cools into a large rock. The Rahi then snaps its tail forward, sending the payload at an enemy. This 
attack has a range of 50 Bio. 


DAGGER SPIDER 


The Dagger Spider is a swarm creature that tends to live in large cracks in the ground. 


Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma _ Will 
23 5 10 15 20 5 25 10 15 


SKILLS 


e Sensing 
TRAITS 


e Cling 

e Crawler 

e Multiple Legs 
e §©Stature — Tiny 
e §=Toxic 


DERMIS FURTLE 


The Dermis Turtle is peaceful creature that is quite adept at hiding and can predict when bad weather is 
coming. 


Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma _ Will 
25 10 35 40 20 15 20 15 20 


renerey [= 
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SKILLS 


e Concealment +20 
e Sneaking +20 
e Swimming 


TFRAIFS 


e Crawler 

e Multiple Legs 

e Natural Armor -8 

e Natural Weapons — Tusks 
e Stature — Small 


FEATS 


e = Thick Skull 


DIKAPI 


The Dikapi is a flightless bird often used by Matoran as mounts for scouting or as messengers. 


Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma _ Will 
15 10 20 20 45 10 17 20 13 


rEnerey [= 
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SKILLS 


e §=6Navigation 


TFRAIFFS 


e Stature — Average 


DOOM VIPER 


The Doom Viper is a six-headed serpent with a deadly, poisonous breath. 


Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma _ Will 
40 5 20 25 45 5 40 10 20 


HP [7 
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SKILLS 
e Concealment 
e = Sensing 
e Sneaking 
TRAITS 
e Crawler 


e Fearsome — Disturbing (+0) 
e Natural Weapons (Teeth) 
e =©Stature — Tiny 

e =Toxic 


MULTI-HEADED 


Doom Vipers have six heads, each a different color: Black, White, Red, Blue, Green, and Brown. 


Initiative is only rolled once for the Doom Viper, but each head makes its own separate attack. Attack 
attempts may only be split between two different targets provided they are both within melee range and 
standing next to each other. 


POISONOUS BREATH 


Merely being close to a Doom Viper is extremely hazardous to one’s health — unless that being is another 
Doom Viper. Any time a character starts their turn within melee range of a Doom Viper they suffer 1d10 
damage that ignores armor. 


FADER BULL 


The Fader Bull is a peaceful herbivore with the power to teleport, leaving behind a ghostly afterimage. 


Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma _ Will 
25 10 35 30 25 10 25 20 25 


|Energy |= | 
xp 


TRAIFFS 


e Multiple Legs 
e Natural Weapons — Horns 
e Stature — Average 


TELEPORT 


The Fader Bull can teleport at will, usually away from danger, though it is as of yet unknown how much 
control they have over this ability. Entire herds have been known to teleport to the same location and yet 
they’re also known to teleport inside of things, getting themselves killed. If the GM chooses, they may 
wish to treat Fader Bull teleports similar to a Teleportation Kanoka. 


FEMRAKK 


Fenrakk are enormous quadruped spiders. 


Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma _ Will 
45 10 70 50 50 15 40 10 35 
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SKILLS 
e =©Sensing 


TRAIFFS 


e Crawler 
e Multiple Legs 


e Natural Weapons Improved — Teeth/Acid Saliva 
e Stature —Large 


FIKOU 


The Fikou are a spider found throughout the Matoran Universe with different species adapted to different 
environments. 


Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma _ Will 
15 5 15 15 25 5 20 10 10 
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SKILLS 
e Climbing 
TRAITS 


e Cling 

e Crawler 

e Multiple Legs 
e Stature — Small 
e = §=Toxic 

e Tunneler 


VARIETIES 
FIKOU-NU! 


The Fikou-Nui is a much bigger spider. The profile for a Fikou-Nui is the same as a regular Fikou except it 
gain +10 to all Attributes and has the Stature — Large Trait. 


SCORPION FIKOU 


There exists a sub-species of the Fikou that possesses pincers and a stinger tail. These Fikou gain the 
Natural Weapons Trait. 


FURMACE SALAMAMBDER 


The Furnace Salamander is a reptilian Rahi that prefers hotter environments and the advantage of 
numbers. 


Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma _ Will 
20 10 25 25 50 15 20 20 15 


[Energy |=] 


xp Oo 


SKILLS 
e §=Climbing 
TRAITS 


e Cling 
e Stature — Average 


SPRING ‘TY’ GLIDE 


The Furnace Salamander possesses powerful legs and short wings. Whenever jumping or leaping, a 
Furnace Salamander may double the distance, without increasing the required ceiling height. 


FIRE RESISTANCE 


Furnace Salamanders only take half damage from Fire. 


FUSA 


The Fusa is a usually peaceful Rahi which very much resembles a kangaroo. 


Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma Will 
37 10 35 30 35 15 20 20 15 


renerey [= 
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SKILLS 
e Dodge 
TFRAIFS 


e Stature — Average 
e Unarmed Expert 


GAFIMA 


The Gafna are small rodents. 


Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma Will 
23 25 20 13 17 10 13 10 5 


xe 


FRAITS 
e Crawler 
Multiple Legs 


e Stature — Tiny 
TAIL BLAST 


Gafna can fire blasts of energy from their tails. Each shot does 1d10 damage and has a range of 10 Bio. 


GHEKULA 


The Ghekula is a large, amphibious frog. 


Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma Will 
15 10 15 15 20 10 13 10 5 


He [7 
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SKILLS 
e Swimming 


TRAIFS 


e Amphibious 

e Crawler 

e Multiple Legs 
e Stature — Small 


WATER RESISTANCE 


Ghekula only take half damage from Water. 


GUKKO 


The Gukko is a graceful four-winged bird. 


Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma Will 


25 10 25 20 45 15 15 15 20 


| Energy |= | 
xP oO 


TRAIFFS 


e Flyer—6 
e = Levitation 
e Stature — Enormous 


HAMNMAH 


The Hannah is a small crab-like Rahi. 


Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma _ Will 
20 20 15 15 15 10 15 15 5 
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TRAIFFS 


e Amphibious 

e Crawler 

e Multiple Legs 

e Natural Armor - 3 
e Stature — Tiny 


WATER RESISTANCE 


Hannah only take half damage from Water. 


HAPAKA 


The Hapaka is a friendly creature valued for its herding skills. 


Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma Will 
20 10 20 15 20 10 20 20 10 
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TFRAIFFS 


e Multiple Legs 
e Natural Weapons — Tusks 


e Stature — Tiny 


HIK AKI 


The Hikaki are lizards that look a bit like small dragons and spend their time near molten lava earning 
them the nicknames “Dragon Lizards” and “Lava Demons”. 


Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma Will 
25 15 25 20 20 10 20 15 10 


}HP 40 
|Armor [29 
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TRAIFS 


e Natural Armor — 2 
e Stature — Average 


FIRE RESISTANCE 


Hikaki only take half damage from Fire. 


HUSI 


Husi are long-necked, flightless birds that are often tamed and used for bartering. 


Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma _ Will 
15 10 20 15 25 5 15 15 10 


|Enersy |=] 
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TRAIFFS 


e Natural Weapons — Beak 
e Stature — Average 


LAVA SKIMMER 


There exists a variant of the Husi that is able to run across the surface of lava. These Husi have Fire 
Resistance (half damage from Fire). 


KAHU 


The Kahu is a powerful hawk-life Rahi. 


Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma _ Will 


25 20 30 30 40 15 15 15 20 


TFRAIFFS 


e Flyer-—10 
e Stature — Enormous 


KAME-RA 


The Kane-Ra is a very dangerous, territorial bovine that prefers solitude. 


Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma _ Will 
55 20 60 50 40 15 25 10 30 


renerey [= 
co 
Taming [a0 


TFRAIFFS 


e Natural Weapons — Horns, Teeth 
e Stature — Enormous 


FEATS 
e Fearless 
e = Thick Skull 


e Thunder Charge 
TELESCOPING NECK 


The Kane-Ra has a neck that can snap forward and catch prey that thinks it’s safely out of range. The Kane- 
Ra can make Melee attacks against targets up to an extra 2 Bio away without “engaging” in melee combat. 


TREADED 


The Kane-Ra has treads instead of back legs. This effectively allows them to charge twice the distance 
normally allowed. 


MeERFRU MAMFIS 


The Metru Mantis is a large, nocturnal insectoid creature standing at around 2 Bio tall. They are natural 
predators of other insectoid Rahi and prefer hunting at night. They are generally peaceful, but like most 
creatures, can be quite territorial. 


Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma _ Will 
60 10 40 30 50 15 40 30 35 


Energy |-- | 
Taming 


SKILLS 


e Dodge 
e Sensing 


TRAIFFS 


e Braced 


e Multiple Legs 

e Natural Armor — 1 

e Natural Weapons — Bladed Forelegs 
e = Night Vision 

e Stature — Average 


FEATS 


e Brawler 
e Exterminator 


SEDATIVE VENOM 


The Metru Mantis can use its mandibles to inject its victims with a venom. While controlling a Wrestle, 
the Metru Mantis may use its action to poison its target. The victim must pass a Toughness Test or lose 
one Stamina in addition to normal attack damage. The victim tests for Stamina loss on their turn every 
round until they successfully pass a test. 


TARAKAVA 


The Tarakava is an amphibious lizard that commonly hunts in pairs, striking their prey from below. They 
are tall, use treads to move around on land, and have large arms for punching. 


Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma _ Will 
45 10 65 45 45 15 35 10 35 


xp 


SKILLS 


e Sensing 
e Sneaking 
e Swimming +10 


TFRAIFS 


e Natural Armor — 2 
e Natural Weapons Improved 
e Stature — Large 


FEATS 


e Double Team 

e Thunder Charge 

e Unarmed Expert 
e Unarmed Master 


WATER RESISTANCE 
Tarakava only take half damage from Water. 
WATERY PREDATOR 


The Tarakava spends most of its time underwater and can hold its breath for extended periods of time. 
The Tarakava can re-roll and failed tests against Suffocation. 


SAMD FARAKAVA 


The Sand Tarakava is a slightly smaller cousin of the Tarakava that is native to more sandy regions such 
as deserts and beaches. Unlike their aquatic relatives, they burrow themselves in the sand and patiently 
wait to ambush their prey. The Sand Tarakava replaces it’s Swimming +10 skill with Concealment +10. 
They also replace their Water Resistance with Stone Resistance (half damage from Stone). 


ROBOTS AMD MECHAMICALS 


VAHKI 


The Vahki are the enforcers of Metru Nui. Completely dedicated to maintaining order, they will hunt down 
and subdue any threats, giving little thought to their own preservation. Aside from the occasional Rahi 
breakout from the archives, Vahki usually spend their time making sure Matoran are working their jobs 
and not participating in illegal activities or slacking off. 


Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma Will 
45 45 40 40 50 30 40 10 10 


;He | 45 | 
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SKILLS 
e Climbing 
e Dodge 


e Searching +10 
e Sensing +10 


TFRAIFS 


e Flyer (7) 

e Great Agility 

e = Levitation 

e Pure Machine 

e Stature — Average 


FEATS 


e Ambidextrous 
e Combat Formation 
e Disc Slinger 


e Leap Up 
e Dual-Wielder Melee 
GEAR 


e Kanoka Launcher 
e Vahki Staff x2 


KANOKA SFOREHOUSE 


Vahki hubs hold a collection of Kanoka that Vahki can have teleported to their Kanoka Launcher “mouths”, 
similar to how a Toa Suva works. 


ULFRASOMC SPEECH 


Though Vahki do technically communicate using the Matoran language, it is at such a high pitch and speed 
that it is unintelligible to any other beings without the use of a special translator. 


VARIETIES 
NULRAKH 


The Nuurakh patrol Ta-Metru. In order to prevent collateral damage, these Vahki prefer to utilize stealth 
and ambush their targets with overwhelming numbers. They possess the Concealment Skill. 


Nuurakh utilize Staffs of Command. An energy bolt from these stun staffs causes the affected mind to be 
filled with one overriding command that is obeyed until the effect wears off. 


BORDAKH 


The Bordakh patrol Ga-Metru. Their love of the chase means they usually worked in small, mobile squads 
and they sometimes let a captive escape just so they can chase them again. They’re also the only Vahki 
with any skill in the water, granting them the Swimming Skill. 


Bordakh utilize Staffs of Loyalty. They make any target a wholehearted believer in order, willing to identify 
any lawbreakers the target knows of, even if they are friends or allies. The target will then lead the 
Bordakh to them. 


VORZAKH 


The Vorzakh patrol Le-Metru. These Vahki prefer to end a chase as quickly as possible and will smash their 
way through anything and everything to do so. They have the Juggernaut Trait. 


Vorzakh utilize Staffs of Erasing. They temporarily inhibit the higher mental functions of the target, leaving 
only the target's motor skills intact. The result is a blank-eyed being wandering until the effect wears off. 


RORZAKH 


The Rorzakh patrol Onu-Metru. They never give up a chase under any circumstances, even if it means 
their own destruction. Often times, their hope is that their quarry will eventually exhaust themselves, 
making them easy to capture in the end. These Vahki possess the Tracking Skill. 


Rorzakh utilize Staffs of Presence. The Vahki who used it receives an audio and a visual from any target 
without the target's knowledge. They then use this to let their suspects lead them to their hideouts or 
fellow criminals, giving them information before or during the chase. 


ZADAKH 


The Zadakh patrol Po-Metru. With an appetite for combat, Zadakh are often known to overlook minor 
infractions caused by Matoran. They much favor taking on Rahi and other threats that can put up a fight. 
They possess the Massive Blow Feat. 


Zadakh utilize Staffs of Suggestion. They cause targets to follow suggestions from almost anyone. A Zadakh 
will typically use this on a lawbreaker and then let another Matoran get them back to work, so the Vahki 
can get back to patrolling. 


KEERAKH 


The Keerakh patrol Ko-Metru. Rarely seen in the open, these Vahki are very precise and tactical. Their 
preferred method of capture was to determine where a target was going and then get their first. As such, 
they possess the Logic Skill. 


Keerakh utilize Staffs of Confusion. They have the ability to distort a target's sense of time and place. This 
has the effect of so disorienting them that they could not cause any more trouble. 


CFHER CREATURES 


WILD RAHKSH!I 


After a Rahkshi had fulfilled its intended purpose, their Makuta creators would often release them into 
the wild. These wild Rahkshi would wander the known universe without direction or purpose. While still 
naturally destructive, their lack of focus makes them easier to deal with. 


Melee Ranged Strength Toughness Agility Intelligence Awareness Charisma _ Will 
45 45 40 40 40 15 35 10 30 
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SKILLS 
e Climbing 
Concealment 
e Dodge 
e Sensing 
e Sneaking 
FRAIFS 


e Fearsome — Disturbing (+0) 
e Flyer (5) 
e = Levitation 


e = Kaita 

e Stature — Average 
FEATS 

e Furious Assault 
GEAR 

e = Staff 


KRAAT A-DRIVEM 


Rahkshi armor can only be driven by a Kraata of the same power type. Without a matching Kraata, the 
suit is inactive. 


RAHKSHI POWER 


A Rahkshi will have access to one of the 42 Rahkshi powers. 


CHANGELOG 


JULY 20, ‘15 


e Added Entries 


o. Hikaki 
o Husi 

o Kahu 

oO Kane-Ra 


e Edited Entries 
oO Gave various entries elemental resistances 
o Simplified Tarakava’s attack profile to simply be Unarmed Master 


JULY 18, ‘15 


e Added Entries 


o  Ghekula 
o Gukko 

o Hannah 
o Hapaka 


JULY 17, °S 


e Added Entries 
© Furnace Salamander 
o  Fusa 
o Gafna 


JULY 15, °° 


e Added Entries 
o Fader Bull 
o Fenrakk 
o Fikou 
= Fikou-Nui variety 
=" Scorpion Fikou variety 
e Changed Entries 
o Lowered Intelligence Attribute on pretty much everything 


JULY 14, ‘15 


e Added Entries 
o Dagger Spider 
o  Dermis Turtle 
oO Dikapi 
e Changed Entries 
o Reduced Strength and Toughness on Metru Mantis 


JULY 


JULY 


JULY 


JULY 


JULY 


JUNE 


B.S 


Added Entries 


o Bog Snake 
o. Brakas 
o Burnak 


o Catapult Scorpion 
Adjusted various XP and HP values 


2, eS 


Added Entries 
© Ash Bear 
© Blade Burrower 
o Doom Viper 


6, 


Added Entries 
o Méetru Mantis 
Changed Entries 
o Tarakava 
= Added Sand Tarakava variety 
= Stat changes. | forget the specifics already. 


5, 


Added Entries 
©  Tarakava 
Changed Entries 
Oo Vahki 
=" Reduced armor from 6 to 5 


4, ‘15 
Added Entries 

o Artakha Bull 
eS, ‘5 
Started Bestiary 
Added Entries 


o Vahki 
o Wild Rahkshi 


